Feel  the  goose  biuiips  on  your  neck 
begin  to  rise  as  you  take  your  seat  in  fi-ont 
of  the  video  monitor.  The  situation  pictiuied 
before  yoiu'  eyes  is  critical.  Actual  enemy 
nucleai-  attack  on  yoiu'  most  impoilant  cities 
and  natiuiU  i-esouires  has  begun. 

Only  you  can  detennine  the  best 
strategic  defense  of  tlie  nation.  Only  you 
can  effectively  repel  tlie  enemy  attack. 

But  tlie  situation  won^ens.  As  you're 
rebuild  youi"  cities  and  keep  pixxluction 
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seivices  going,  you  pick  up  enemy  spies 
lui'king  witliiii  youi'  midst  on  youi"  video 
close-up  monitor.  Can  you  efectively  deal 
witli  tliem . . .  even  as  more  enemy  missiles 
ai-e  appiToacliing? 

Your  time  is  lunning  out. 

It's  WAR  ROOM.  The  new liigji-tech- 
nologv  \hxhe  2000  sti'ategy'  game  for  tlie 
ColecoVision™  game  system.  The  game 
tliat's  so  rejdistic,  genei-als  mi^it  even  play  it. 
Isn't  it  time  vou  tested  voiu'  skills? 
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